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NOTE:

WHEN EXPORTING .0OBJ FILES TO RHINO, TICK THE
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Polygon Modeling Modify Selection Edit Geometry (All) Vertices oops Subdivision Visibility Align Properties
[+ ] [Perspective ] [Realistic ] ® f ‘,“ ’@ g /m,
Box001

[]
Modifier List H

& | EditPoly
Box

NOTE:

WHEN MANIPULATING POINTS YOU CAN EITHER USE THE
XYZ AXIZ FOR A MORE CONTROL OR SIMPLY CLICK AND
DRAG WITH MOUSE

Y e E!:

- Edit Poly Mode
® Model Animate

<No Current Operation>

Show Cage W]
L. IN "EDIT POLY" OPTIONS Selection
SELECT VERTICES (REPRESENTED > BN
BY 3 POINTS) Use Stack Selection

Ignore Backfading

Shrink Grow

-

O. SELECT VERTICE/S AND MANIPULATE VIA -
MOVE TOOL TO DESIRED SHAPE Get Stack Selection

Preview Selection
e Off SubObj Multi
Vertex 36 Selected
FOR OTHER TYPES OF MANIPULATION
SIMPLY SCROLL THROUGH THE MODIFY Soft Selection
WINDOW AFTER MAKING THE OBJECT Edit Vertices

AN EDITABLE POLY AND CHOOSE \ Remove Break
DESIRED MODIFICATIONS [|.E. WELDING, Extrude Weld
CHAMFERING, SOFT SELECTION ETC. Chamfer Target Weld
Connect
0 /100 > Remove Isolated Vertices

Remove Unused Map Verts

"

>

85 90 95 100

: 0 20 ; 30 3 40 ! 50 60 : 75 0 95
$2:35867 = Grid=10.0 P ] Selected M a an e e eF E5
@ Add Time Tag SetKey /' KeyFiters... 1P D R W e

1 Object Selected [ T Y: -67.696

| Welcome to M TS dick-and-drag to select objects

BASIC VERTICE EDITING/MANIPULATION
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Modeling Freeform Selection Object Paint Populate = -
Polygon Modeling
Select Display Edit Customize [+]1[Top] [Wireframe ] " [+]1[Front] [Wireframe ]
w [l n + .. Lo
L |
|§I Nam: (S.ort:d, W T Y s m —
. o
EI - Parameters
Twist:
Angle: 18010 = —
=
|:, Bias: 0.0 =
@ Twist Axis:
IE, X Y e2Z
[:I [+] [Perspective] [Reastic] a Limits OTHER MODIFIERS ARE AVAILABLE
3] Limit Effect APART FROM MANIPULATING POINTS.
o N 22 - THESE CAN BE FOUND IN THE SAME
ower Limit: 0, = " 1"
- = DROP BOX MENU AS THE "EDIT POLY
— OPTION I.E. TWIST
[
=
- [+ ] [Perspective ] [Realistic ]
A
“ J
45 50 55 60 65 70 75 80 85 90 95 100
® & M x:597 $Y:-29632 $2:30.487 + Grid=10.0 Auto Key [ea i ka an > o> 2 eF B F AR S
B p—— e ol B c B> Y &R ‘\ ONCE MODIFIER I.E. TWIST IS SELECTED
THE OPTIONS BELOW ON THE RIGHT HAND
SIDE APPEARS WHERE YOU CAN CHANGE
THE ANGLE OF THE TWIST ETC.
>
0/ 100
Default with Enhanced Mer | & [\ Selection Set: = | L - |- al il | L ah AL o AL A AL L i o L on il o
1 Object Selected ® o I x:-5997 4v:-29632 $7:30.487 > Grid=10.0 Auto Key [Baace]
Welcome [l  Click and drag to select and move objects @] Add Time Tag Setkey /%, KeyfFilters...

OTHER MODIFIERS

h < <l

Partide Skinner
Patch Select
PatchDeform
PathDeform
Physique
Point Cache
Poly Select
Preserve
Projection
ProOptimizer
Push

Quadify Mesh
Relax

Ripple

Select By Channel
Shell

Skew

Skin

Skin Morph
Skin Wrap

Skin Wrap Patch
Slice

Smooth
Spherify
Squeeze

STL Check
Stretch
Subdivide
Substitute
SurfDeform
Symmetry
Taper
Tessellate
TurboSmooth
Turn To gPoly
Turn to Mesh
Turn to Patch
Turn to Poly
Twist

Unwrap UVW
UVW Map

UVW Mapping Add
UVW Mapping Clear
UVW Xform
Vertex Weld
VertexPaint
Vol. Select
Wave

Welder

XForm
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Select Display Edit Customize [+]1[Top] [Wireframe ] " [+][Front] [Wireframe ] - (ﬂ “-\- ® l:] Vs
‘ o B == R Box001 |
|§] Name (Sorted Ascending) Al|Frozen A -!—+— J = - Modifier List H
* @ Eoxooi ' s MODIFIER STACK KEEPS TRACK OF ALL THE CHANGES MADE ] Tvet
Iz] y TO THE SELECTED OBJECT. IT IS/ VERY SIMILAR TO THE & | EditPoly
LAYERING WITHIN PHOTOSHOP WHERE EACH ADJUSTMENT IS 20x
A SEPARATE LAYER. EACH CHANGE CAN ALSO BE TURNED x
D | ON OR OFF VIA VISIBILITY OR DELETED
E] I.". =1 —’/’,/‘
X ik
II] II". D = \'\\_\ ‘J___‘_‘_.--"'_ Pt I‘ 'avl - [&
0 1T
[3] Y - Parameters
Twist:
/ Angle: 180.0 =
[ " I S o Bias: [0.0 =
2 /
. Twist Axis:
- - X Y 2
— [+]1[Left] [Wireframe ] [+ ] [Perspective ] [Realistic ] ] Limits
‘ Limit Effect
Y& Upper Limit: 0.0 =
; Lower Limit: 0.0 =

0 /100

Default with Enhanced Mei € ||| Selection Set: ==
goo = 0 5 10 15 0 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 100
1 Object Selected ® o ¥ x-09 $y:F13.793 2z 0.0 $ Grid = 10.0 Auto Key EElnac M a an o 2 e BB E AR
LSRR Click and drag to select and move objects @ Add Time Tag Setkey /' KeyFilters... 4P 0 R W e
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Modeling Freeform Selection Object Paint Populate 2 -
Polygon Modeling
Select Display Edit Customize [1[Top ] [Wireframe ] ™ S R R * (q ng‘. @ g /\’
X o h B it . Box001 B
@ Name (Sorted Ascending) A|Frozen i — J = — = Modifier List ‘
[ ) }
w @ 5ox001 5 & Tyist
B] L ®  EditPoly
Box
B :
\ (| -
\ i BT
=] B . AR
Ij_] ‘ ‘ - Parameters
Twist:
Angle: 180.0 =
B I I e i y, Bias: 0.0 =
£
/ Twist Axis:
; ! X Y eZ
— [+][Left] [Wireframe] [+ ] [Perspective ] [Realistic ] t s
' Limit Effect
va Upper Limit: 0.0 =
: Lower Limit: 0.0 =

NOTE:

THERE ARE TWO METHODS TO CREATING KEY-

FRAME ANIMATION IN-3DS MAX; AUTO KEY AND
y — SET KEY WHICH WILL BE EXPLAINED BELOW

MAIN ANIMATION TOOLS ARE LOCATED BELOW
THE WINDOW INCLUDING THE KEYS, TIMELINE,
PLAY/PAUSE BUTTONS ETC.

Default with Enhanced Mei € ||| Selection Set: )
= = 0 5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 35 S0 95 100
1 Object Selected * & ®x-09 SY:-13.793  +7:0.0 * Grid = 10.0 LIREY Ol Selected ~ ISR = R
Welcome to M (TR drag to select and move objects il Add Time Tan SetKey /. KeyFilters... fa» 0 B > W, _é;

KEYFRAME ANIMATION
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Modeling Freeform Selection Object Paint Populate 2 -

Polygon Modeling
Select Display Edit Customize [+1[Top] [Wireframe ]
X a h B
Name (Sorted Ascending) Al|Frozen

* @ 5ox001

Scene Civil View Lighting Analysis
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Customize Script Help
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[+]1[Front] [Wireframe ]

) )
=
K}
[~J
_-——-E_,
NOTE:

Mij - AUTO KEY AUTOMATICALLY SETS KEYS FOR EACH CHANGE MADE SO

4/ mm m| [ E

ONCE THE CHANGE HAS BEEN MADE A
"KEY" WITH BE AUTOMATICALLY SET ON
THE SPECIFIED TIME AS SHOWN BELOW.
SIMPLY REPEAT THIS IF NECESSARY TO
CREATE YOUR ANIMATION

Bl

< 5/ 100 =
==
i [l 5 10

0/100

Default with Enhanced Mei e Selection Set: = 0 i AL

1 Object Selected

Welcome to M (ST drag to select and rotate objects

MAKE SURE YOU EDIT THE TIMELINE FIRST THEN CHANGE YOUR OBJECTS

KEYFRAME

ORIENTATION/POSITION

[+ ] [Perspective ] [Realistic ]
I‘f //\
|
2. DRAG THE TIMELINE SLIDER TO ,| ‘ o
DESIRED TIME E.G. 5 SECONDS AND | " e
THEN CHANGE OBJECTS ORIENTATION/ II I

POSITION VIA ROTATION, MOVING ETC. )&/

40 45 50 55 60 65 75

@ Add Time Tag

ANIMATION VIA AUTO KEY

e T 1< < b, u> 0 eF B 5 5,

*.f'-l/.?\l ‘@E/\’

Box001 |
- Modifier List H

? Twist
& | Edit Poly
Box

- Parameters
Twist:
Angle: 180.0 =
Bias: 0.0 =
Twist Axis:
X T a7
Limits
Limit Effect
Upper Limit: 0.0 =
- Lower Limit: 0.0 =

. TO START SIMPLY CLICK AUTO KEY
AND THE PERSPECTIVE VIEW WILL BE
HIGHLIGHTED RED, INDICATING THAT
ANIMATION IS ON

95 100
!

Key Filters... lab 0 - kb I>, ‘W, ‘é”
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Modeling Freeform Selection Object Paint Populate = -
Polygon Modeling
Select Display Edit Customize [+]1[Top] [Wireframe ] [+][Front] [Wireframe ]
5l o + .
Tl & & LR ELE A"
Name (Sorted Ascending) 4llFrozen

=l ~ Standard Primitives n
* @ sox001

- Object Type

Box Cone
Sphere GeoSphere

Cylinder Tube

Torus Pyramid

Teapot Plane

- Name and Color

Box001 .

@
Cl
=
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[=1
[
[
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g

|

—

[+][Left] [Wireframe] [+ ] [Perspective ] [Realistic ]

Bl o

ONCE COMPLETED YOUR TIMELINE SHOULD

HAVE A MARK ON THE SET TIME AS SHOWN

BELOW. REPEAT THE STEPS IF NECESSARY
TO COMPLETE THE ANIMATION

2. DRAG THE TIMELINE SLIDER TO DESIRED
TIME E.G. 5 SECONDS AND THEN CHANGE >
OBJECTS ORIENTATION/POSITION VIA ROTATION} .
MOVING ETC. ONCE DONE CLICK THE BUTTON ' . . TO START SIMPLY CLICK SET KEY
WITH A KEY TO SET IT AND THE PERSPECTIVE VIEW WILL BE
HIGHLIGHTED RED, INDICATING THAT

ANIMATION IS ON

Default with Enhanced Mei R4 election Set:

1 Object Selected Grid = 10.0 Mk an o> ) eF B E MR

v

LSRR  Click or dick-and-drag to select objects Bl Add Time Tag SetKey /), KeyFilters... 4% 0 A IARD

KEYFRAME ANIMATION VIA SET KEY
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[T Edit | Tools

Group  Views  Create
[Qt N —
arm S Z O =,

Modeling Freeform Selection

Polygon Modeling

Select Display Edit Customize

Fll & +

Name (Sorted Ascending) Al|Frozen

® @ sox001

TO ADD MATERIALITY TO OBJECT
OPEN THE MATERIAL EDITOR VIA
RIGHT SIDE OF THE HORIZONTAL
TOOLBAR AS HIGHLIGHTED AND
SELECT "STANDARD". A MATERIAL
LIBRARY WILL OPEN AND YOU CAN
SELECT THE DEFAULT MATERIALS
OR DOWNLOAD SOME ONLINE

Bl ot -4 0 Wm0 [ [ (=] o] [ @] 28 [ @) @

Workspace: Default

S Selection Set:

1 Object Selected

e P ———
Welcome to M (ECTRese drag to begin creation process

Modifiers

Animation

Object Paint Populate

[+1[Top] [Wireframe]

[+ 1 [Left] [Wireframe]

0/ 100

Graph Editors

B ot DN N - B9 3, A\ %, B N

AB

Eﬁdering Civil View  Customize Scripting Help

1

GAEemEESe

BL 5 X e s BB TES

#° [01-Default E

- Shader Basic Parameters

Face Map F

= Blinn Basic Parameters
Self-Tlumination

G Ambient: - - Color 0

Opacity: 100
Specular Highlights
Specular Level: 0 =

Glossiness: 10 3

Soften: 0.1 2

Extended Parameters
SuperSampling
Maps

-

mental ray Connection

[+1[Front ] [w:

[+]1[Pe

-~

MATERIALITY

-B)

# Material/Map Browser

# Double Sided

@ ink 'n Paint

# | Multi/Sub-Object

’, Raytrace

# | shell Material
Shellac

# | standard

L Top/Bottom

®) XRref Material

- mental ray
#® | Arch & Design
M Autodesk Ceramic
Autodesk Concrete
Autodesk Generic
.|| Autodesk Glazing
Autodesk Hardwood
W Autodesk Masonry CMU
' Autodesk Metal
Autodesk Metallic Paint
.1y AutodeskMirror
I AutodeskPlastic/Vinyl
= Autodesk Point Cloud Material
-, Autodesk Solid Glass
Bl Autodesk Stone
. Autodesk Wall Paint
Autodesk Water

* _ Car Paint

wn

o)
2
n
J

J
wn

Add Time Tag

o

Grid = 10.0 Auto

a0
Key

SetKey

* [‘ i'E\i @g/\

Standard Primitives >

- Object Type
AutoGrid
Box Cone
Sphere GeoSphere
Cylinder Tube
Torus Pyramid
Teapot Plane

- Name and Color

Box001 ]

- Creation Method

Cube ® Box

+ Keyboard Entry

= Parameters
Length: 92,662
Width: [181.87
Height: -83.453

4 4>

Length Segs: 1
Width Segs: 1

4r 4>

Height Segs: [1

L

¥ Generate Mapping Coords.

Real-World Map Size
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Modeling Freeform Selection Object Paint Populate o -

Polygon Modeling 2 Material Editor - 01 - Defau ("
Select Display Edit Customize [(+1{Top ] [Wireframe ] i iliti N [+ ]{Front] [Wireframe] * f -/E\'- e &
x Tl & * E e o B ! O %« EE 2N
D Name (Sorted Ascending) A|Frozen _’ == Standard Primitives =
o 9P - = imitive
] * @ 5ox001 a
- Object Type
|
m —_— 4 AutoGrid
E ' Box Cone
{'}, Sphere GeoSphere
- ) % Cylinder Tube
E / & Torus Pyramid
n — L Teapot Plane
. - - - - Name and Color
m §¥l s tm X » e ﬁ‘: E], ﬁ, l % % Box001 .
% M] Jtodesk Concrete
m - Creation Method
= [ Concrete o ~
= ONCE A MATERIAL IS CHOSEN E.G. Color
= + Keyboard Entry
™ CONCRETE, SELECT THE OBJECT q . -
- arameters
F YOU WANT TO HAVE THIS MATERIAL sealant [ o
engin: 4 =
) 4 AND SELECT "ASSIGN MATERIAL TO [+ [Left] [Wireframe] _ Finish Bumps [+ ] [Perspective ] [Realistic ] Width: 181.87 3
SELECTION" AS HIGHLIGHTED e =
A= WS oo Straight v : Height: 83,4531
; & Length Segs: 11 =
= Weathering - A y Width Segs: [
Width Segs:
(17022 Height Segs: 1 =
s
A Automatic = ¥ Generate Mapping Coords.
= Ambient Ocdusion Real-World Map Size
Enable
- Round Corners
Enable

0/ 100
Workspace: Default ==
L 0 5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 S0 95 100
1 Object Selected ? o =& x Y: Z: Grid = 10.0 el Selected v [ T g (Dl o B :E: ah,

Key Filters... k¥ 0 i >/ \w’ ‘é>

LT R  Click and drag to begin creation process @ Add Time Tag Setkey
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Modeling Freeform
Polygon Modeling

Select Display Edit Customize
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Name (Sorted Ascending)

® @ 5ox001

Create Modifiers
Standard Primitives

Extended Primitives

AEC Objects
Compound
Particles
Patch Grids
NURBS
Point Cloud
Dynamics

mental ray

Shapes
Extended Shapes

Lights

Animation  Graph Editors Rendering Civil View  Customize Scripting ' Help

B¢ CERFN B S, A% By fy RN REE @& wBwwis

te & -
[+ 1{Front ] [Wireframe ]

THERE ARE TWO WAYS TO CREATE A LIGHT SOURCE IN

3DS MAX. FIRST IS THROUGH THE TOP MENU BAR. THE

OTHER METHOD IS THROUGH THE CREATION TAB ON THE

RIGHT SIDE OF THE SCREEN. FOR EXAMPLE WE WILL USE
THE TARGET DIRECTIONAL LIGHT

Photometric Lights
NOTE:

Cameras

Helpers

Standard Lights

Daylight System

Target Spotlight
Free Spotlight

MAKE SURE WHEN CH

DOSING THE TYPE OF LIGHT, THE

oo | [ (=] ] [ (=] [ ) (@)

&
-

Workspace: Default £ |4

1 Object Selected

Welcome to M

SpaceWarps
Systems

[+ ] [Left ] [Wireframe] Add Default Lights to Scene

v | Selection Set:

Target Directional STANDARD ONE IS SELECTED

Directional
Omni
Skylight

mr Area Spot

mr Area Omni

[+ ] [Perspective ] [Realistic ]

4
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0
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Grid = 10.0

Add Time Tag

LIGHTING

LG Selecte:

O G € 2E 2N

- Object Type

Target Spot Free Spot
Target Direct Free Direct
Omni Skylight

mr Area Omni  mr Area Spot

= Name ana Loior

Box001 |
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Modeling Freeform Selection Object Paint Populate 2 -

Polygon Modeling

Select Display Edit Customize [+1[Top][Wireframe ] e [+1[Front ] [Wireframe] » f ._,T\- ® g Vs
. \vl 0 4 e
Tl & * O
WS E
Name (Sorted Ascending) 4|Frozen Fliel ] - 1 n Modifier List H
® @ sox001 > « =
® ¢ Dire

® % Dire

] (] [=] 28] [« ™) (@)

FOR EXAMPLE TO CREATE THE TAR- -
Jﬁ I | B T

[=] GET SPOTLIGHT SIMPLY CLICK WHERE £ L
THE LIGHT SOURCE IS WANTED AND Fﬂgﬂ e TR i
DRAG TOWARDS THE OBJECT. YOU ; Sl [
CAN MODIFY BOTH THE SOURCE AND BiEsisioasoiiissessa W
TARGET OR EACH ONE INDIVIDUALLY ]

LATER ON VIA MOVE TOOL

4 mmm [N
li|
|
|
!

[+ ] [teft] [Wireframe ] [+ ] [Perspective ] [Realistic ]

0/100

W - s |h i . =
forstece Dant ~ ot == 5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 95 100
1Light Selected ? o & x s zZ: Grid = 10.0 GGl Selected v [ T o (Dl -

Set Key

Welcome to M Click and drag to select and move objects @ Add Time Tag Key Filters... fap 0 = % >, ‘w, F

LIGHTING
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Extended Primitives
AEC Objects

Compound
Select Display Edit Customize Particles e N [+][Front][Wireframe ] ® () © = o

S NESE G slwwin

Modeling Freeform Selectit te = -

Polygon Modeling

X a h Patch Grids F 4~ , 06 <Ta %
Name (Sorted Ascending) NURBS i = ¥ THERE ARE TWO WAYS TO CREATE A CAMERA IN 3DS + - Standard : -
® @ Eox001 Point Cloud g MAX, JUST LIKE LIGHTING. FIRST IS THROUGH THE TOP
Dynamics MENU BAR. THE OTHER METHOD IS THROUGH THE CRE- = Object Type
mental ray ATION TAB ON THE RIGHT SIDE OF THE SCREEN. FOR Physical =
Shapes EXAMPLE WE WILL USE THE STANDARD TARGET CAMERA Free

Extended Shapes - Name and Color

Lights Box001 |

Cameras Free Camera
Helpers Target Camera

SpaceWarps Physical Camera

Systems Create Physical Camera From View Ctrl+C

Create Standard Camera From View

| [ (=] ] [ [ 28] ] o] @)

.AI

[+ ][Left] [Wireframe] [+ ] [Perspective ] [Realistic ]

Bl

Workspace: Default S

COC Lok 0 ) 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 S0 95 100
1 Object Selected ? o =& Y= 74 Grid = 10.0 LGl Selected v [ B, e B eF 5, :ﬂ': E‘i
Welcome to M SRS @ Add Time Tag SetKey /% KeyFilters... lP 0 cE W e,
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Modeling Freeform Selection Object Paint Populate -

’

Polygon Modeling

Select Display Edit Customize [+]1[Top] [Wireframe] [+ ] [Front ] [Wireframe ] - [—‘ ‘,.!. ® g /"

N
.Iﬂ"’»,‘cig p— OGP E =%
W E °
Name (Sorted Ascending) Al[Frozen
i - = Standard v
> ® @ sox001 g
® P, cameranoi = Obi
¥ o« Cameral01 ject Type
® 2. Camera001.Tar get
Physical Target
Free

TO LOOK AT THE VIEW FROM THE
CAMERA CREATED SIMPLY CLICK ON
THE VIEW E.G. "PERSPECTIVE' AND A
MENU WILL POP UP AS SEEN BELOW.
HOVER OVER CAMERAS AND SELECT

THE CAMERA LENS YOU WANT TO

LOOK THROUGH

= Name and Color

CREATING THE CAMERA IS VERY
SIMILAR TO LIGHTING. SIMPLY CLICK
WHERE THE CAMERA IS WANTED AND

DRAG TOWARDS THE OBJECT. YOU
CAN MODIFY BOTH THE SOURCE AND
TARGET OR EACH ONE INDIVIDUALLY

LATER ON VIA MOVE TOOL

Camera001 .

O INEEREEEEO

[+ ][Left] [Wireframe] [+ ] [Perspective ] [Realistic ]
Cameras Camera001

Lights

Bl ol

Perspective

Orthographic

Top
Bottom
Front
Back
Left
Right

Restore Active Perspective View

Save Active Perspective View

Extended Viewports

Show Safe Frames Shift+F

Viewport Clipping

: Undo View Pan Shift+Z
. 0/ 100 > ) o
Workspace: Default S Selection Set: E 8 e X 15 20 25 - 0 40 45 ‘ o i VN S w Shlft*{ 80 90 95 100
1 Camera Selected ® o I x:-282.386 - Y:114.842 +Z:-34.718 =+ Grid=10.0 GGl Selected v [ LI e (Dl ol B :n-: R
LSRR  Ciick and drag to select and move objects @ Add Time Tag Setkey /° KeyFilters... [P 0 : B >, ‘W, £
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B Render j— ==h O x
Modeling Freeform Selection Object Paint Populate & - ﬂ =nder setup: | L] M
Polygon Modeling "' Render in Autodesk A360
Select Display Edit Customize [+]1[Top] [Wireframe ] B Open Autodesk A360 Gallery Target: Production Rendering Mode W ) #* AR 0@
Z ’ e Renaer
[aJE 5> Render (Iterative) I o an
e _t_ Preset: W QG TERE X
Name (Sorted Ascending) A||Frozen Open Render Window... — = - ey —— =
? @ soxoo1 e . Renderer: MVIDIA mental ray W
@ Render Setup F10 - Object Type
Manage State Sets... View to Render:  Quad 4 - Perspective v o Box Cone
= Screen Capture Sphere GeoSphere
Create Preview Animation... Shift+V Global Hlumination Processin Render Elements Cylinde Tube
? TO RENDER AN ANIMATION SELECT — —
Capture Still Image... Common Renderer "RANGE" TO RENDER SPECIFIC FRAMES Torus Pyramid
Teapot Plane

YOU WANT, "ACTIVE TIME SEGMENT" FOR
THE ENTIRE TIMELINE OR "FRAMES" FOR A

Play Preview Animation... _ il
Name and Color

Save Preview Animation As... Toom

B ot 4 o [ G e =] ][] @] 9 [ o) ()

e Output
Open Preview Animation folder... & Single Ever h Frame: s CHOSEN BATCH YOU WANT RENDERED.
Environment and Effects e Time Segmer To 100
#% Environment and Exposure Settings 8 Range: 0 * To 100 =
Rendered Image Effects... He Mumber Baze- -
Review Renderings E— I 13 517
[+][Left] [Wireframe ] Compare Media in RAM Player [=C
- - Area to Render
View Media File...
Auto Region Selected = |
Tools (Rendering Set)
- =~
Output Size
Custom ad  Aperture Width{mm): 36.0 =
Width: &40 = 3 7 i
NOTE: Width 20240 20x486
SHORTCUT TO OPEN RENDER SETUP IS FI0 e I SRR | I
Image Aspect: 1L.333 - = Pixel Aspect: (1.0 ==
Options
v Atmospherics Render Hidden Geometry
v Effects Area LightsfShadows as Points
v Displacement Force 2-Sided

0/100

Default with Enhanced Mei & ||| Selection Set: = X p L ! Al Al |

B> = 0 5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 30 85 S0 95 100
None Selected * o B Y Z: Grid = 10.0 Auto Key EEEaE] v [ T g (Dl o 5 :El ah,
LSRR  Ciick or dick-and-drag to select objects Add Time Tag SetKey ", Key Filters... [P 0 > B >/ ’w/ )

RENDERING ANIMATION



B .5 )| Default with Enhance - [ SIS S

0 ercial Us Untitle:

ommi

ar S SSE

Objects Edit Modifiers Animation Simulate Materials Lighting/Cameras

O ﬁ ‘g Render
7 b

Rendering Scene Civil View

AY =% Reanmdar
Modeling Freeform Selection
- - X
Polygon Modeling E render Setup: | ' -_hl (| |
Select Display Edit Customize
¢ o Target: Production Rendering Mode W
E] Name (Sorted Ascending) Render
[ ® @ soxo01 Freset: W
Rendere IDIA mental ra W
(=]
o
ew to Render:  Quad 4 - Perspective =
Glabal Ilumination Processing Render Elements
Common Renderer

Common Parameters

{
.
l=
=
4k

T
J
%]
T

4k

4k

<4 Nl W O EH@DBEDE

- Area to Render
View
Custom
e &40
Mg 430
Image Aspect: 1.333
Options

v Atmospherics
v Effects

v Displacement

4F 4Pk

4k

Auto Region Selected

Aperture Wid 36.0
320 240 T20x486
B40x480 B00x600

Pixel Aspect: 1.0 =

Render Hidden Geometry
Area Lights/Shadows as Points

Force 2-Sided

Default with Enhanced Mei & ||| Selection Set: ==

None Selecte

Welcome to M WECHIES dick-and-drag to select objects

== 0

Lighting Analysis Customize Script Help

{¥ EEEETEN M =

J
ABC

[+]1[Front][

F10 Render Setup (F10)

Toggles a dialog for setting parameters such as output size|

format, and file, as well as renderer-specific settings.

Press F1 for more help

OTHER THINGS TO CHANGE/KEEP IN MIND
WILL BE THE RENDERER LOCATED AT THE
TOPTAND BOTTOM OF THE POP UP WINDOW,
THE VIEW YOU WANT RENDERED, THE SIZE
@F THE IMAGE AND WHERE TO SAVE YOUR
RENDER WHICH IS ALSO WHERE YOU CAN
SAVE THE ANIMATION AS A VIDEO

[+ ][Perspect

RENDERING ANIMATION

Global Tlumination

'ﬂ'ﬂ*--*‘- |__|:|_ x
Target: Production Rendering Mode W
Render
Preset: W
Renderer: MVIDIA mental ray L
View to Render:  Quad 4 - Perspective v B

Render Elements

Renderer

T
m
%]

A
]
m

o}
o
5

[

|'|!
o
&

Email Motifications

Assign Renderer

o
m
ol

(51}
%]
=
H
Tk

m

~N

Set Key

OGS E

90 95 100
LYl Selected M a2 e BB E S

AR



B % )| Default with Enhance - IR ISR S fodesk 3ds Max 2016 Educationa

Objects Edit Modifiers Animation Simulate Materials Lighting/Cameras Rendering Scene Civil View Lighting Analysis Customize Script Help
Q. C% AR + O & I - Render 17| Create Selection Se - | | -
@ S C% A7 T SPOHSEE 0 NA =

ABC
Modeling Freeform Selection Object Paint Populate & -

REE & slwwin
Render

Render in Autodesk A360 r A
e ) Render Setup: ] EEIE | |
Open Autodesk A360 Gallery » f ! © [ O] /\‘

N

Polygon Modeling

¥

Select Display Edit Customize [+]1[Top ] [Wireframe ] 1k

a & @ Render (Iterative) Target: Production Rendering Mode W ' "L R RN
Name (Sorted Ascending) alFrozen . B Wi Render
\ 3 i#4 Open Render Window... = = =
% * @ o0 - Erzos v Standard Primitives
Render Setup F10 = Object Type
Manage State Seks.. Renderer: MVIDIA mental ray L
Box Cone
S Capture Gnhera o nCnhere
Hsathodsidis View to Render:  Quad 4 - Perspective v o= SRS fefiae
|:| Create Preview Animation... Shift+V Cylinder Tube
Capture Still Image... Global Tumination Processing Render Elements Tone By
E] Teapot Plane
Play Preview Animation... Commaon Renderer
D - Name and Color
@ Save Preview Animation As...
S - Common Parameters PRODUCTION RENDERING IS VERY SIMILAR
- Open Preview Animation folder... Time Outout
i = TO ANIMATION RENDERING. THE ONLY DIF-
Environment and Effects o STirclo o e " = "
aingle Evel th Frame: - FERENCE IS TICKING THE "SINGLE" FRAME
=] #% Environment and Exposure Settings 8 —
Active Time Segment: 0 To 100 OUTPUT
[ ] Rendered Image Effects... o— 0 * o 100 -
= Review Renderings
5 : File Mumber Base: =
4 [+1[Left] [Wireframe] Compare Media in RAM Player I I
Frames 1,3,9-12
‘:E View Media File... ac
; Tools (Rendering Set) Area to Render 4 2
Auto Region Selected > -
QOutput Size
Aperture Width(mm): 36.0 3
Width: 640 5 320x240 720x486
Height: 430 = 640480 800x600
Image Aspect: 1.333 - = Pixel Aspect: (1.0 =
Options
¥ Atmospherics Render Hidden Geometry
v Effects Area Lights/Shadows as Points
v Displacement Force 2-Sided

0/100

Default with Enhanced Mei & ||| Selection Set: = L AL p L , ah L L

80 a== 0 5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 30 85 S0 95 100
None Selected * o B x Y: Z: Grid = 10.0 LGl Selected v [l ) B 1 == ..t =, :El E!=,
Welcome to M WECHIES dick-and-drag to select objects Add Time Tag SetKey / Key Filters... MM 8 - Eﬂ" >/ \w/ A

2

PRODUCTION RENDERING



